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With the popularization of the computer and the development of internet 
technology, people’s lives have been integrated gradually with the web. Many 
network applications have gradually substituted for the traditional entertainment way, 
and online game is such a best case. Online game has just seven or eight year’s history 
in domestic development, but because of its swift development and great market scale, 
both the theorist and the academics have pored great passions into it. However, with 
the vigorous development of the online game, lots of grey industrial problem such as 
private sever, bug, virtual property missing which restrict the normal development of 
the industry, have been appeared. Nowadays, the online game industry in national area 
develops more and more abnormal, it should be very important to recognize the 
market structure, market conduct, market performance, search for a way to resolve 
kinds of grey problem, eliminate the abnormal competitive conduct in the online game 
industry. 
Based on reading abundant articles, we follow the advanced experience about the 
development of online game, policy of the online game industry; on the other hand, 
the writer discovered that most of the research about the online game is just limited in 
enterprise management, virtual property management, psychology, ethologic, 
communication, education areas and lack in industry organization aera. 
According to industry organization theory, we use the classical method-SCP to 
analyze the domestic online game industry. We intensively analyze the abnormal 
competitive conduct (private sever, bug and so forth), besides, we use gambling 
theory to research haw to restrict the abnormal competitive conduct in online game 
industry. That should be a new perspective for industry policy. 
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① Nicholas Yee. The Demographics, Motivations and Derived Experiences of Users of Massively Multi－User 
Online Graphical Environment[J]. Teleoperators and Virtual Environments, 2006 - MIT Press. 
② Arseni Starodoumov. Real money trade model in virtual economics[D]. Stockholm School, 2005. 





















Vili Lehdonvirta②分析了运营商能够接受的 RMT(Real Money Transaction)形
式，作者主要的贡献是发现了所谓“经济整合策略”这一分类法，解决了运营商





Venkates Shankar 和 Barry L Bayus④采用经验分析的方法，得到了突破性的结
论：网络效率是不对称的，用户数量占据优势的游戏商并不一定能够获得市场的
胜利。Sang Chul Lee，Yung HoSuh⑤等结合统计和数据，深度分析并提出了两阶
段分析法，以此发展出一套新的、能被公司使用的、国际化的确定忠诚用户的方
法。Qun Ren 和 Xiaosong Yang⑥从产业竞争力的角度，利用波特钻石模型详细研
究了中国网络游戏公司运营中战略的确定和执行，分析了中国政府在网络游戏产
业发展中起到的作用，并指出了中国和欧盟之间网络游戏产业的竞争合作方式。 
                                                        
① 约翰·洛克(John Locke,1632~1704 年)，英国著名的哲学家，“光荣革命”时期资产阶级民主派主要的政
治法律思想家，近代古典自然法学派的杰出代表之一。 
② Vili Lehdonvirta. Real－Money Trade of Virtual Assets:New Strategies For Virtual World Operators[J]. 
VIRTUAL WORLDS, Ipe, Mary, ed., pp. 113-137, 2004. 
③ Ian MacInnes,Lili Hu. Business models and operational issues in the Chinese online game industry[J]. 
Telematics and Informatics archive Volume 24, Issue 2 (May 2007) table of contents,2007. 
④ Venkaetsh Shankar, Barry L ·Bayus. NETWORK EFFECTS AND COMPETITION:An Empirical Analysis of 
the Home Video Game Industry[J]. Strategic Management Journal, Vol. 24, No. 4 (Apr., 2003), pp. 375-384. 
⑤ Sang Chul Lee,Yung Ho Suh. A cross－national market segmentation of online game industry using 
SOM[J].Expert Systems with Applications 27, 559-570. 30.Lee, D.2004. 
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